When you bring the awesome, you do what you intend to do, and you do it well.
 When you complicate the situation, you either get what you want at a significant cost, or you you suffer some minor cost instead of getting what you want.
 Everybody has a coin. Flip it at the beginning of the session and let it lay on the face it lands on. Whenever the GM calls for you to resolve a situation, you may do one of the following, based on which face of your coin is showing:
If it’s heads, you bring the awesome. The coin flips over to tails.
If it’s tails, you complicate the situation. The coin flips over to heads.
Whenever you complicate the situation, you can choose to take the hit or give. When you give, you’re out of the scene. If things are complicated enough, you might be out of the game altogether; that’s your call. If you take the hit, you gain a complication, like broken leg, people trying to kill me, or something like that. These inform the story. You recover from them when it makes sense to.